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GAME OVERVIEW 


Game Overview 


The following document describes in details the Big Hero 6 mini game. The game will be 
accessible from the Big Hero 6 website. The game concept is built around the teaser 
trailer that will be available on the website. The teaser trailer shows Baymax, a big white 
clumsy creature that can turn into a powerful soldier when he put his armor on. 
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Game Summary 


The game takes place inside the University lab where Hiro decides to test Baymax armor 
with some soccer ball practice. It’s up to the player to score goals inside the door-bay 
while Baymax perform as a goalie suited in his armor. Baymax will perform random 
block move hoping to block the player shot. Each shot blocked will make Baymax armor 
crumbles into parts. The armor is fully taken apart after 3 blocks. The goal of the game is 
to perform the highest possible score before being blocked 3 times by Baymax. 


Casual timing game 


PLATFORM Web 


TARGET AUDIENCE Disney kids Audience 


APPLICATION FLOWCHART 


1. Loading Screen 


| > 2. Home 


3. Game HUD 4» 4. Pause 
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5. Game Over 


WIREFRAMES 


1. Loading 


BIG HERO 6 
LOADING... 


View Trailer 


Big Hero 6 Title 

Loading bar 

Game Instructions 

University lab background (unlit) 

Interactive e “View trailer” button: Opens the trailer inside at the game area. 
Elements o A“X” button at the top right of the screen allow to return to the 
game screen 

e “View website” button: Opens the website on another browser tab 

e “Facebook” button: Opens the movie Facebook page in a new browser 
tab 

e “Twitter” button: Opens the movie twitter page in a new browser tab 


Interactive 
Elements 


“Click to Start” button: Loads the game HUD screen 
“View Trailer” button 

“View Website” button 

“Facebook” button 

“Twitter” button 


Interactive 
Elements 


Game HUD 


Best Score 
999 999 999 


= 999 m 


Ball: tap, drag and release to perform a kick 
“Sound” button: toggle sound and music ON and OFF 
“Back” button: Return to the “Home” page 

“View Trailer” button 

“View Website” button 

“Facebook” button 

“Twitter” button 


4. Game Over 


Play Again 


View Trailer 


Interactive 
Elements 


“Restart” button : Return to the “Home” page 
“Sound” button: toggle sound and music ON and OFF 
“View Trailer” button 

“View Website” button 

“Facebook” button 

“Twitter” button 


GAME MECHANICS 


Loading 


A preloading screen is shown while the game is being loaded. The loading screen 
showcases the university lab with the lights off. The lab lights are turned on when the 
game is fully loaded. A progress bar informs the player of the loading progression. 


Instructions 
The following game instructions are shown on the title page: 


“Score goal by holding and dragging the ball’s arrow towards and empty zone of the 
door. Release the ball at desired strength to perform the kick.” 


Controls 
The game offer 2 types of controls as listed below: 


| Mouse | Left Click, drag and release Web Throw the ball towards 


Touch Taping, dragging and Mobile the goal 
release 


Kick 


The ball kick is performed in the following order: 


1. Tap the ball at the bottom ofthe screen to make an arrow appear 


2. Drag the mouse from left to right and up and down to set the angle and power of 
the kick 


3. Release the mouse button to perform the kick. 


The ball does not have realistic 3D physics when bouncing around. 


Arrow settings: 
Left and right: affect the ball direction from left to right 


Down and up: affect the ball direction from either the bottom or the top ofthe goal 


Pause 


Since the game is not time based, there is no need for a pause button 


Baymax Difficulty Ramping 


The game metrics make sure to offer an appropriate challenge to the target audience. 
The game increases in difficulty through 3 metrics as described below: 


Baymax movement: On game start Baymax is constantly moving from left to right at X 
speed. Baymax speed increases based on the amount of goal scored. 


Random Change of direction: Baymax will regularly change direction making his 
movement unpredictable. The more the player score goal, the more often Baymax will 
change direction. 


Random blocks: Baymax perform random block during gameplay. Blocks animation 
includes either one of the following animation performed at random: 


e Left arm block 
e Right arm block 
e Left Leg block 
e Right Leg block 
Block animation occurrence are set within a range of seconds based on the amount of 
goals scored by the player. 


Goal Baymax Random Change of Random Blocks 
performed Movement direction 
EC : 


Ranging from 3 to 6 sec Ranging from 5 to 8 sec 


6 to 10 1.25x Ranging from 3 to 5 sec Ranging from 4 to 7 sec 
11 to 15 1.5x Ranging from 2 to 5 sec Ranging from 3 to 6 sec 
1.75x Ranging from 2 to 4 sec Ranging from 2 to 5 sec 


*Former “X” value is to be defined during the game production. 


Scoring System 


The game scoring is solely based on the goal scored by the player. A 1X bonus multiplier 
is applied on each successive goal. 


Points per goal Multiplier per kick 
100 


e The player highest score is kept displayed on screen and saved via browser 
cookies. 


Game over condition 


The game is over when Baymax blocks 3 balls kick. 
e A foul meter keeps track of how many balls have been blocked. The game is over 
when all three lights are lit. 
e The university lights are shut putting Baymax in the dark 


Game restart 


After the player loses (last ball bounces off screen) Baymax will stand in the middle of 
the screen and look sad. He will lower his head and shoulders and wait for the player 
to start the game again. 
e As Baymax stands there looking sad, the player will see a PLAY AGAIN button 
and a counter which will automatically restart the game when it gets to zero. 
e When the player presses PLAY AGAIN or the counter reaches zero, the lab 
lights are lit and the ball is ready to be kicked again. 


FEEDBACK 


The game make sure to put emphasize on providing satisfying feedback in following 


occasions: 


Baymax Blocks Based on difficulty 
ramping chart 


Tiere sis fee Baymax block the 
soccer ball for the 
first time 


Armor Second Baymax block the 
block soccer ball for the 
first time 


Thee inte leva Baymax block the 
soccer ball for the 
first time 


The player form a 
click, drag and 
release action on the 
ball 


Game over The foul meter has 
his 3 lights lit 


Baymax perform a block 
from either an arm ora leg 


Baymax loses armor parts: 


e Right arm 
e Left Leg 

e Left Wing 
e Top chest 


Baymax loses armor parts: 
e Left arm 


e Right Leg 

e Right Wing 

e Helmet 
Baymax loses the last 3 
armor parts: 

e Chest plate 

e Right feet 

e Left feet 


The ball is thrown towards 
the goal with faked physics 


Idle animation of Baymax 
standing in the middle of 
the screen and looking sad 
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2 


2 


1 
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ASSET LISTS 


Visual Assets list 


Visual 


Loading bar 


Instructions box 


Pause window 

Game Over window 

BETEN eh Elle Movement from left to right 
Left Arm block 

Right Arm block 

Left Leg block 

Right Leg block 

Sad (Game over) 

Idle (in armor) 

Armor destroyed 1 

Armor destroyed 2 

Armor destroyed 3 

Sad idle, during game over 
Kick areas and arrow 
University Lab Lit 

Unlit 

Big Hero 6 Title 

Soccer ball 


Menu Button 


Pause button 


Audio Assets list 


Background music 01 15sec 


| game hud (gameplay) | Background music 01 60sec 


Background music 01 15sec 
0.1 
0.3 


| Impact effect 


| Breaking effect 
Lighting effect 
Feedback effect 


DEVELOPMENT TOOLS AND CHEATS 


The following tools and cheats should be made available in order to help debugging: 


Add 5 goals to the score, allowing to test 
Baymax difficulty ramping 


